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PRECAUTIONS 

|) Aways ше the power off before inserting or removing the Game Pak from your Nintendo 
Entertainment System. 

1] This is a high-precision game, lt should not be stored in places that are very hot or cold. Neves 
hit itor бор it Do not take it apart 

J) Aves touching the cimmectors. Do not get them wer or dirty. Doing so may damage the game. 

4) Do not clean with benzene, paint thoneer, ОМ, or otber sach salvestus. 

AN rights reserved. No part of ths software or printed material may be reprodoced ia any way, 46 

transmitted, in any form or by аву means, "ағы, mechanical. photocopying, recording, or 

atherwise without prior written permission in writing fram the peblicher, except by reviewers, whe 

ey quote brief written passages to be printed in à magazine or newspaper 


Copyright ©1991 by Andrew Greenberg, Inc. and Зе Тео Software, In 
MI Rights Reserved 

Wizardry is a registered trademark of беед бомат, Inc 

Wizardry-Knight of Diamonds ss a copyrighted program 

licensed te AOI Corporation by Sir-Tech Software, Inc 

Programmed by Game Stadio, Inc 

Published by ASCII Entertaiment Software, In 

All ges copyright © 1991 by Sir-Tech Software, In 

Nintendo әзі Nintendo Entertainment System are trademarks of Nintendo of America lnc 
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Tha game is licensed by Nintendo 
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Wizardry Knight of Diamonds is one of the most challenging role-playing 


games ever created. You may find it necessary to ask for help during 


venture 
We would like to offer you a special Guide Book to make Wizardry your 
mast enjoyable electronic game experience. To take part in this special 
form and enclose your check or money order to 
ASCII ENTERTAINMENT SOFTWARE INC 
ATTN: Wizardry Knight of Diamonds Guide Book Offer 
P. 0. Box 6639 


San Mateo, СА 9440 
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ОГ course, no quest can be solved without overcoming many puzzles. Should you find 
yourself stumped, call or write ASCII to get the hints you need. We will do our best 
to get you and your party adventuring again, 
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VIDEO GAME GENERAL'S WARNING: Wizardry® is for Serious Game 415) 570-7005, Weekdays 9:00-5:00 p.m., Pacific Standard Time 


Players Only. Guaranteed to Stretch the Limits of Your Imagination, Address" your written requests or comm Mtn: Consumer Service 
1 3 ASCH Entertainment Software, Inc, 366-А Lakeside Drive, Foster City, СА 94404 


Wizardry Knight of Diamonds is also available for IBM (and 100% compatibles), 
Apple, Commodore 64/128 and Hacintosh co ystems, Wizardry Il, IIl, IV and 
V are also available on IBM, Apple and Commodore 64/128 (except Wizardry IW) 
omputer systems. Bane of the Cosmic Forge (Wizardry VI) is available on IBM, 
Macintosh and Amiga computer systems. Crusaders of the Dark Savant (Wizardry VII) 
s available for IBM, Amiga and Macintosh computer systems. Contact your local 
software dealer for further information 

ВМ is a registered trademark of International Business Machine 

Apple а tosh are registered trademarks of Apple Computer 


red trademark of Comm uineis Machines, 


WARNING: DO NOT USE WITH FRONT OR REAR PROJECTION TV! 
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HE MISSION 


Gnilda was the first 
creators forging skill 
When properly used, it rendered the 


nerable. 


projected a force field 
totally impervious to any physical or 
magical attack. Those who wanted to 
hreaten Llylgamyn could not 
approach the city, while those wh 
came with goodwill could enter and 


leave freely. It was the perfect 


Margda and h knew tha 
there was but one hope of defeating 
Davalpus. Together they retrieved the 
fabled armor of the great hero, the 
Knight of Diam Alavik, 
wearing the mystical garb and 
carrying the staff, engaged Davalpus 
in an epic battle in the city of 


Uylgamyr 


Davalpus fell, but with his dying 
breath uttered а curse зо 

le that it brought the 
castle down around the two 
combatants. A t eft was a 
smoking hole in the ground 
Davalpus, Alavik and the staff were 


gone. If it is not returned, the city 





ONTROLLER OPERATION 


CONTROL PAD 
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[SELECT] BUTTON 


The Control Pad [+]: Moves the 
arrow (>) up and down to select 
between commands. 


The [A] Button: Activates the 
selected command 


The [B] Button: Cancels the previous 
command selected. 


The Control Pad [+]: Pressing LEFT 
or RIGHT on the Control Pad will 
turn your party 90 degrees in either 
direction. Pressing UP on the 


x. 


[START] BUTTON 


Control Pad will move your party 
forward one space. Pressing DOWN 
on the Control Pad will reverse your 
party's direction (turn around 180 
degrees) 


The [A] Button: Press the [A] 
button to kick down doors found 
throughout the maze. You may also 
search for hidden doors by pressing 
[A] when in front of walls. If there 
is no hidden door, the “OUCH” 
message will appear. You may also 
use the [A] button to advance your 
party one space forward in the 
maze. (Just like pressing UP on 


your Control Pad.) 


The [B] Button: You may enter Camp 
any time you wish while traveling in 
the maze by pressing the [B] 

button. You may not enter Camp 
during an encounter. 


The [START] Button: Press the 
[START] button to erase the party 
sub-screen and reveal the entire 
maze. Pressing the [START] button 
again will bring the sub-screen back 


The [SELECT] Button: Pressing the 
[SELECT] button will cause the 
maze OPTIONS window to appear. 
TO CAST A SPELL: 

The Control Pad [+]: Press the 


Control Pad LEFT or RIGHT to 
choose between MAGE and 
CLERIC spells. Press the Control 
Pad UP or DOWN to choose a 
specific spell, (For the MALOR 
spell, press the Control Pad UP or 
DOWN to choose direction. Press 
the Control Pad LEFT or RIGHT 
to change direction.) 


The [A] Button: Press the [A] 
button to cast the selected spell. (For 
the MALOR spell, use the [A] button 
to activate MALOR.) 


The [B] Button: Press the [B] 
button to cancel spell selection 
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Insert the WIZARDRY KNIGHT 
OF DIAMONDS Game Pak into the 
Nintendo Entertainment System (NES) 
and depress the POWER button to 
show the title page. Move the arrow 


—ñi 


>] with your Control Pad [+] to 
START GAME and press the 
START) button or [A] button on 


Hove the arrow [>] with your Control 
Pad [+] to SELECT SWITCH (the 


LINE 
7 OPTIONS menu) and press the 


МАТЕ! 
SIC! 
SOUND) 


1 
ON.) 
i ON) 
RETURN TO TITLE [START] button on your Controller. 

Move the Control Pad up and down to 


select between maze, music, and 


sound. When you make your selection, 
move the Control Pad [+] left or right 
to choose the solid graphic maze or the 
outlined maze, turn the music on or off 
or turn the sound effects on or off 


When you have finished making your 
selections, move your Control Pad 
down until “RETURN TO TITLE” 

s highlighted. Then press the [A] 
button on your Controller to return to 
the tide screen. 





UICK START 


Entering the world of Wizardry and 
creating your party of adventurers 
can sometimes be a long process. If 
you wish to jump right into the 
game, you will find a party of six 
characters that are ready to go 
Follow these simple steps to get you 
going, then continue reading to learn 
how to create your own personalized 
characters 


When you start the game, you will 
be in the City of Llylgamyn 


1) Enter Gilgamesl's Tavern, select 
the "ADD" function. 

2) Move the arrow [>] to the 
character's name you want to select 
Press the [A] button to select that 
character. 

3) When you have selected all six 
characters, press the [B] button to 
return back to Liyigamyn 


These six characters are already 


equipped with the necessary armor 
and weapons, so there will be no 

need to purchase any items from 

Boltac’s Trading Post. 


4) Select the “EDGE OF TOWN” 
option from the main menu in 
Uylgamyn 

5) Select the “MAZE” option from 
the Edge of Town menu. 


Your characters have now set up 
camp inside the maze. 


6) Select the “REORDER” option 
from the Camp menu. 

1) Reorder your characters from the 
strongest to the weakest. (Your 
Fighters are the strongest characters, 
They will do all the fighting so make 
sure they are in the front line.) 

8) Press the [B] button to exit 
Camp and your characters are in the 
maze and ready to go! 


HE CITY OF LLYLGAMYN 


When the game has started, the 
display of Рното 1 will appear. You 
are now inside the City of llylgamyn 
The City of Llylgamyn is the starting 
point of all adventures, the relay 
point and the final point. You and 
your characters may return to the 
City of Llylgamyn at any time to 
rest, heal up or buy uselul items for 
your adventure. Let us take a walk 
inside the City of Uylgamyn 


Рното 1. There are many facilities 
the City of Uylgamye. 





NSIDE THE CITY TAVER VENTURER'S II 


avern, many adventurers The Inn offers several services your 


characters will need from time to 
time. Here your characters can rest 
be healed for а fee, gain experience 


levels and recoup magic points 


Jerics offer character 


The Temple ¢ 
who have been demised or otherwise 
humbled a second chance at life, For 
a fee, the clerics will attempt t 
resurrect characters who are 
deceased or in ashes, and will cure 
those who have become paralyzed or 


у с! x petrified. 
к) и ? ^ Boltac buys and sells weapons 
d other items your 


PP 
Стиіһіпа, 
Órvunds 
necessary or 
useful in their adventure. Boltac will 
so remove curses from items and 


ntify items of unknown origin 


The Edge of Town leads you out of 
City of Llylgamyn to the Training 
nds, where you create your 

he maze where 





ETTING STARTED 


EATING A 
ACTER IN 

TRAINING GROUNDS 
You may create your own characters 
for your adventure in the Training 
Grounds at the Edge of Town 
However, if you would like to get a 
taste of the dungeon right away, you 
will find six characters already 
created for you in Gilgamesh's 
Tavern. 


After creating your characters, a 


party (a group of characters for the 
adventure) is assembled in the 
tavern. You should have six 
characters in your party, as any less 
often spells disaster for you and 
your troop. To get a good balance 
of characters for combat and 
adventure, gather three characters of 
the fighting variety (Fighter, Samurai, 
Lord), two magic users (Cleric, Mage, 
Wizard) and a Thief. 


“Your characters must be either all 
good and neutral or evil and 
neutral. A good and an evil 
character cannot join together in the 
Tavern. 





APPING YOUR 
ADVENTURE 


BUYING WEAPONS 
AND ARMOR AT 
LTAC'S TRADING 
Before your characters enter the 
maze, they will need weapons and 
armor to defend and protect 
themselves. For a fee, Boltac will 
provide your characters with 
everything they need. Characters you 
have created in the Training Grounds 
will have a small gold allowance to 
buy such items. However, the pre- 
created characters found in the 
Training Grounds already have the 
necessary armaments, and do not 
need to visit Boltacs at this time. 


With their weapons ready and a 
thirst for battle, your characters 
head to the EDGE OF TOWN and 
into the maze. As your party enters 
the dungeon, they set up Camp to 
prepare themselves for the hazards 
ahead. Here you should first 

EQUIP your characters for battle 
with the items you purchased at 
Boltacs. Afterward, REORDER your 
party. Remember that the first three 
characters in the lineup can attack 
with weapons, and may be physically 
hit by the monsters. Put characters 
of the fighting variety in these 

ranks, Magic users and thieves should 
remain in the back ranks. 


As you pilot your party through the 
maze, making an accurate map of 
your travels is recommended! Here 


are a few hints to help freshen you 


р on your mapping skills 


dungeon. E s based on a 


2020 g 


NORTH, 0 EAST. This should 


lower left hand corner of your 


ce of graph paper wil 
help immensely, On your grap 


paper, you should 


— EAST COORDINATES 


numbers (0-19) on the bottom and 
on the left hand side. The numbers 
on the bottom will be your eastern 
coordinates, and the numbers on the 
left will be the northern coordinates 
If you were to map out the first 

couple of on level one, it 


would look like Figure 1 below 


If you need further assistance with 
mapping, the complete maps to the 
dungeon can be found in the Wizardry 
Knight of Diamonds guide book. The 
r form for the guide book is 
ated in the front of this manual 





ER 
After leaving the Camp, your 
characters enter the magical place of 
adventure, the Wizardry maze 
(Рното 1). Here your party will 
fight monsters, find gold, magical 
items and treasure, become more 
experienced and battle-worn, and 
learn of the quest they are about to 
embark upon. As you pilot your 
party through the maze, it's a good 
idea and highly recommended to 
map your journey! When you take a 
step, map what you see around you 


Рмото 1. Waardry Мше 


and before you. Eventually, you will 
be able to pilot your way using the 
map you created. Beware of traps 
such as pits, spinners, teleporters, 
secret doors and hallways which 
"scroll" from one side of the map to 
the other, all designed to mislead 


Рното 2. (s 


one or several groups of monsters 
The picture of the first, or leading, 
group of monsters is shown. After 
your party has defeated the 
monsters, your characters will receive 
their share of experience points and 
gold pieces. Occasionally, your party 


As your party strolls leisurely 
through the maze, certain monsters | will find a treasure chest. When this 
seem bent on destroying (or at least happens, first Inspect the chest for 
traps designed to protect the 


slowing down) the journey’s 
progression. When this happens, you treasure. Thieves are specially trained 
to find such traps. If your thief 
should find one, Disarm the trap 


and your party will enter combat 
(Photo 2). You may be attacked by 


20 


before opening the chest. Once the 
trap has been disarmed, the 
monsters’ treasure will fall into your 
hands. 


When your characters return from 
the dungeon, they will often be hurt 
from fighting the monsters, and the 
spell casters’ power may be 
weakened. Visiting the Adventurer's 
Inn will cure these ailments. For a 
fee, your party members can recover 
their health (this can also be done 
by magical means in Camp), and for 
free, your spell casters will gain back 
their magic points. Additionally, if 
your characters have earned enough 
experience points, they may gain an 
experience level, 


A character may expire, become 
paralyzed or petrified during an 
adventure. Bring these injured 
characters to the Temple for curing 
or resurrection, If your characters 
are lucky enough and haven't 
suffered from too many battle scars, 


they may be completely healed, But, 
on occasion, your character, no 
matter what the experience level, 
may be lost forever 





NDING AND RESTARTING 


THE GAME 


When you have finished playing 
WIZARDRY, and are ready to 
turn the power off, follow the steps 
below to properly save the game. 


IN THE CITY OF LLYLGAMYN 


Go to the Edge of Town and select 
[LEAVE GAME]. Turn Power 
switch off while pressing [RESET] 
switch. If you turn off the Power 
switch without pressing the [RESET] 
switch, backup of the game is not 
accurately done and the data may be 
damaged 


IN THE MAZE 


Press the [SELECT] button and the 
command menu will appear, Select 
[QUIT] to interrupt the adventure 
Your characters and their location will 
be saved in the maze, and you will 
return to the City of Llylgamyn. At 
this point, follow the above directions 
for "IN THECITY OF 
LLYLGAMYN" 


ARTING THE 


You may restart your adventure from 
two places depending on where you 
left your characters. To restart your 
game, follow the steps below. 


FROM THE CITY OF 
LLYLGAMYN: 

If you left the game in the City of 
Uylgamyn, you will resume your 
adventure here. Go to Gilgamesh’s 
regroup your party, and venture off 
into the maze 


FROM THE MAZE 


If you quit the game while your 
party was in the maze, select the 
[RESTART AN OUT PARTY] 
option at the Edge of Town. A list of 
characters who are currently on expe 
dition will appear, The adventure will 
restart when you select one character 
from the party. Soon you and your 
party will be in Camp ready to 


resume your journey. Should you acci- 


dentally press the [RESET] button 
during play, you may follow these 
same steps to get back into the fun 


EFERENCE SECTION 


GOOD LUCK ON YOUR JOURNEY (AND OTHER THINGS YOU 
NEED TO KNOW) 


Throughout the previous pages, Wizardry was explained to you as quickly as 

possible (after all, you want to get into the рате... not just spend your day 
reading a manual). If you are confused on some areas while playing the game, 
you may reference them in the sections which follow for a detailed explanation. 


м Creating С 
Mventurer's ім 15, 1, 42 Deleting a Character 
Adventuring 15, 18, 20, 4648 — Demised 
‘Age 3 Disarm 
Agility Dispel 
Alignment. n білу Gold 
Nignment and Profession Chart 

Armor Class (AC) 

ме dge of Town 
Г Elite Classes 
Boltac's Trading Post. 5,18, 44 Elves 

Bonus points. E 


20-21, 49 $0 
Buy. ession 22, 48 


Calo Entering the 20, 47 
Camp 47 Equip 18, 40, 46-47 
Cast Spell Experience Points. 11, 37, 49-50 
Cemetery 5 


my Gaining Exp 
Giganes's Tavern 15, 40-41 
ment Chart gom 
169, » Gold 3150 
917490 інің 42-43 (see Spells) 
Hints for Adventure 53 
M, 4$ 
2 





Hot йе. ОЛ MOL (1M) 373-2054 Resetting Game н HE TRAINING GROUNDS: 


m aes арага я CREATING А CHARACTER 
Identify Resurrection ) 


Inspect 37, 40, 46, 51 Roster. 
WIZARDRY characters are unique 


Inteltigen Nun 
individuals with strengths, faults and 


Leave 22, 45, 47.46 Samurai 
Levels (experience, maze and spel 8 Search special abilities just like you. To 
Lord, 35 Secret Door develop your party members, select 
lan ‘el [CREATE]. A maximum of six 


шк M $e Timer 
Characters can be involved in an 


Mage 3 Spells 
Hage Spel ; — adventure; however, you can create 
Magic Points (M.P.). 8 Statistic 3 up to 20 characters to choose from. PHOTO 

Mapping ) 19-20, Уаш 1 When creating members of the party, Training Grow 

i мН ч try to get a good balance. It is wise тау erase any mistake with the |в) 
Mission Tak у у 

Iso a to create three members of the button. When you are finished, select 
Naning a Garacer 25 Thiel 1 fighting variety (FIGHTER, [RET]. WIZARDRY will then ask 
Ninja. 34 Tithe 3 SAMURAI, LORD), two magic you, "Do you really want to create 
Opening Doors. Trade. users (CLERIC, MAGE, WIZARD) — this character?” If you do, select 


Paralyzed. Training Grounds. and à THIEF. [v]. !f you enter the name of a 
Parry 50 — Treasure Chests 


Monsters 8, 49-50 Temple of Cant 


i character that has already been 
CHARACTER created, WIZARDRY will display 
that character's profile 


Panty 0 Uncurse 
Petrified. 5 Unknown Items. 
Piety 31 Use ltem. 50 ‘As you begin to create your 
T character, WIZARDRY will ask 
you for the character's name 
(Рното 1). A characters name may 
contain up to eight letters. You can 
Questions & Answer select between upper and lower case 
he letters by pressing the [SELECT] 
—* button on your Control Pad. Select 
Reorder the letter with the Control Pad and 
Reset Button. П enter it with the [A] button. You 


Remove, 





ETERMINING THE 
CHARACTER'S RACE 


After you have entered the 


character's name, you must choose Elves are intelligent and pious, but 


his or her race. Each race has its not too robust, They are excellent 
ters and can become 
t Wizards, Clerics and Mages 


nothing and having no particulai 
weakness except for a decided lack 


of piety. 





Gnomes are pious and agile and can 
excel in just about every class. 
Gnomes can even qualify for a 
Samurai profession if they receive 18 
bonus points. 


Hobbits are agile and extremely 
lucky. A Hobbit thief is great at 
disarming the many trapped 
treasure chests found in Wizardry. 


ETERMINING THE 
CHARACTER'$ ALIGNMENT 


With your character's race selected, 
you must now determine his or her 
alignment. Alignment is the 
character's general ethical outlook on 
life, and can be either good, neutral 
or evil 


GOOD: Good characters would go 
out of their way to help an old lady 
cross the street, even if it meant 
jumping over parked (and moving) 
an 


NEUTRAL: Neutral characters 
would help an old lady cross the 
street if they were traveling in the 
same direction. 


FIGHTER 
MAGE 
CLERIC 
THIEF 
WIZARD 
SAMURAI 
LORD 
NINJA 


EVIL: Evil characters would help an 
old lady cross the street only if she 
offered several gold pieces in advance 


The alignment you choose for your 
Characters must be compatible with 
the class or profession you wish your 
characters to enter. For example, a 
Samurai may not be evil. Further 
more, good and evil characters cannot 
travel together; neutral characters can 
travel with either alignment. 
Therefore, when you create your 
party, think of its alignment. For 
example, if you create an evil 
character, don't bother to create any 
good characters 


<zz<<4<<48 





ELECTING YOUR 
CHARACTER'S PROFESSION 


Once you have selected your 
character's alignment, you will be 
shown the character's window 
(Рното 2). Your character has six 
basic statistics which are based on 
the race you selected for the 
character, Additionally, your 
character has been awarded bonus 
points. When you add these extra 
points to the statistics, your 
character may qualify for one or 


30 


more professions. The amount of the 
bonus points your character receives 
is random, just like rolling dice. You 
May continue to create characters 
until you come up with a bonus 
point total high enough to create a 
specific professional 


To distribute the bonus points, move 
the pointer with the Control Pad to 
the desired statistic. Press the 


Control Pad to the sides to add or 
subtract points. When you have used 
up all of the bonus points, select a 
class with the Control Pad, and press 
[A] to set it. 


STRENGTH: Indicates the character's 
mettle and skills in combat. If you 
are creating a Fighter, you may want 
to give your character as much 
strength as possible 


1.Q.: Indicates the character's 
general intelligence about life in the 
dungeon, and influences the Mage's 
ability to cast and learn spells. 


PIETY: Indicates the degree of 
pious strength the character 
possesses, and influences the Clerics 
ability to cast spells and revive 
characters 


VITALITY: Indicates the life force 
of the character, and affects the 
amount of hit points the character 
receives. When a character's vitality 
reaches zero, the character is retired 
from the game. 


AGILITY: Indicates the characters 
speed. Agility also helps the Thief to 
disarm and find traps on treasure 
chests 


LUCK: Comes to your character's 
aid in many mysterious ways. 


There are minimum required statistics 
for each of the eight professions. 
When distributing your bonus points, 
you should keep these minimum 
numbers іп mind, For example, a 
Fighter needs a strength of 11. If 
you add enough bonus points to 
strength, the option to become a 
Fighter will appear in the window 


Once you have distributed the bonus 
points, and selected your character's 
dass, WIZARDRY will ask you if 
you wish to keep the character. If 
so, the character will be listed in the 
roster. You should create five more 
characters to join this one in an 
adventure. Up to 20 characters may 
be listed on the roster, and 
unnecessary characters may be 
deleted. An explanation of each of 
the classes follows. 





A combination of Fighter and Mage 
These folk are fantastic warriors, and 
can use most Fighter weapons and 
armor. Of all the dasses, Samurai's 
hit points tend to be the highest. At 
the fourth level of ability, Samurai 
slowly begin to learn Mage spells. 
Samurai must have at least 15 
strength, 11 LQ., 10 piety, 14 vitality 
and 10 agility. 


MAGE 

The sorcerer. Mages have poor hit 
points, can use a limited amount of 
weapons, and can wear no armor 
except for robes! They cast Mage 
spells, including the dreaded 
Tiltowait. Mages must have at least 


I LQ 


CLERIC 

The dedicated one. Clerics have fairly 
high hit points, but do not fight as 
well as Fighters. They must use 
specially consecrated weapons, and 
can wear only light body armor 

They can cast Cleric spells as wel 
Clerics must have at least 11 piety. 


THIEF 


The artful dodger. Thieves have 
average hit points. Their weapons are 
limited to daggers and short swords; 
they can wear leather armor and use 
a small shield. Thieves are good at 
detecting traps and opening treasure 
chests. Thieves need at least 11 


agility. 





A combination of a Cleric and a Mage 


with advantages and disadvantages of 
both. Wizards have average hit points, 
can wear leather armor and use Clerics 
weapons. They can cast both Mage and 
Cleric spells, and are capable 
identifying unknown items the party 
finds in the maze. Wizards must have 
at least 12 LQ and 12 piety 


The basic per Fighters 
have high hit points and can use 
almost any armor and weapon. 
Fighters must have at least 11 
strength. 


LORD 


A super-devastating fighting ішік кт Brora: WK gs A combination of Fighter and Cleric 
Ninjas can use the same weapons and like a Thief They have the hit points and abilities 
of Fighters, but at the fourth level of 
ability they gain the ability to cast 
бегіс spells and to dispel. They can 
wear most Fighter armor and use most 
Fighter weapons. Lords mus! 

least 15 strength, 12 LQ, 12 piety, 15 
vitality, 14 agility and 15 luck 


and armor as a Fighter, but work Ninjas are skilled at picking the 
best without amy. When fighting with traps on treasure chests. Ninjas must 
their bare ha jas sometimes have at least h, 17 1.0. 
defeat the strongest opponent with 15 piety, 16 vitality, 15 agility and 
just one blow! As long as they 16 luck 

disdain armor, their great training 


gives them a lower and lower armor 





HE TRAINING GROUNDS: 
OTHER OPTIONS 


Inspect 
option, 
window 


allows you to view a characters statistics. When you select this 
a roster of characters will be displayed. Select a character, and its 
will appear (ното 1). At this time, you may read the list of spells 


the character has learned 


NAME 
EXPERIENCE 
GOLD 
STATISTIC 
ITEM 


LEVEL ALIGNMENT & CLASS 


RACE 
AGE 


ARMOR 
CLASS 


HIT POINT 
PRESENT 
VALUE 
MAXIMUM 
VALUE 


STATUS 
SPELL POINT 
COMMAND 


Рното 1. To Inspect a character, ше the character window 


ALIGNMENT AND CLASS 
THE FOLLOWING CODES MAY APPEAR FOR A CHARACTERS 
ALIGNMENT AND CLASS. 
соор FIG FIGHTER WIZ WIZARD 
NEUTRAL MAG MAGE SAM SAMURAI 
EVIL CLE CLERIC LOR LORD 
HI THIEF NIN NINJA 


When your characters defeat a group 
of monsters, their experience points 
are increased. "E.P." reflects the 
total number of experience points 
the character has earned. The 
experience level (L) of the character 
is increased when a character has 
earned enough experience points to 
gain a level. A character's experience 
level reflects the character's general 
level of ability for his or her 
profession 

AGE 

Just like you, your characters have 
an age, and show the wear and tear 
of it. After age 50, a character 
becomes more and more feeble, and 
tends to lose his or her vitality. 


Your characters begin life with only а 
small amount of gold, but as they 
defeat monsters and discover treasure 
chests, their wealth grows. Gold 
reflects the amount of gold pieces 
that character possesses 


The armor class (A.c.) reflects how 
well the character is protected from 
physical attacks while in combat. The 
lower the number, the better 
protected the character is. Bare skin 
has an А.С. of 10 while a Sherman 
tank would have an AC. of -10. As 
your characters acquire better armor, 
the AC. will be lowered 


IT POINTS (H 


Mit points reflect the health of your 
character. Each time your character 
is injured, points are deducted. When 
the hit points reach zero, the 
Character expires. Hit points are 
displayed in two sections, 8/8. The 
number to the left is the present 
value. The number to the right 
reflects the value when the character 
is in full health. Hit points can be 
recovered by resting at the 
Adventurer’s Inn or magical means. 
STATUS 

Status is a general description of the 
character’: health, Normally a 
character's status will be OK 
However a character may become 
asleep, afraid, paralyzed, poisoned, 
petrified, out, expired, ashed or lost 





If your character's status is "OUT," 
he or she is in the maze. Select 
[RESTART AN OUT PARTY] to 


Magic Points, or spell points, show 
your character's current magical 
power. You'll see a series of seven 
zeros for the Cleric, The Mage is 
represented by the number four 
followed by six zeros. Your characters 
may have higher numbers depending 
on their level and dass. 


There are two basic categories of 
spells: Mage and Cleric. Within each 
Cleric and Mage category, there are 
seven levels of spells, from weak 
level | spells to the powerful (to put 
it mildly) level 7 spells. For a 
character to be able to cast a 
particular spell, he or she needs to 
have that spell in his or her spell 


book and a magic point with which 
to cast it. Each number seen while 
inspecting your character represents 
the amount of magic points a 

character has in that level and the 
number of spells that character may 


ая. 


So, in order to cast a Halito, the 
spell must be in the characters book 
and there must be a first level 
magic point available. When a spell 
5 cast, the character loses а magic 
point from the appropriate category 
and level. However, the character 
retains knowledge of the spell. To 
regain magic points, the character 
must rest in the Adventurer’s Inn. 
Eventually, as your characters gain 
experience levels, they will learn new 
spells and acquire more magic 
points 


When characters change cla 

keep any spells that they've already 
learned. The magic points, however, 
will drop to а number equal the 
number of magic spells in that level 
For example, if you have a Mage 
with 9 magic points of level one 
spells and you turn that character 
into a Fighter, the Fighter would 
have four magic points (since there 
are only four level one magic spells), 


DELETE 


If you have created characters you 
no longer wish to use, you may 
delete them using this option. Before 
Wizardry deletes a character, you 


will be asked if you really want to 
delete (just in case). 


Change Name allows you to give a 
character а new identity, When you 
change a characters name, you will 
enter it the same way as you did 
when you created the character 


Changing dass allows your character 
to switch careers in mid-life, For 
example, this option is used when a 
character of a basic dass, a Fighter, 
wishes to enter an elite dass, a 
Ninja. If the Fighter's statistics 
qualify for that class, at least 15 
strength, 17 LQ., 15 piety, 16 
vitality, 15 agility and 16 luck and 
an evil alignment, the option to 


change class to a Ninja will be 
given. Your characters may change to 
any class they wish provided their 
alignments and statistics are right. 
When your character changes class, 
several changes will take place 


The age is increased 


The experience level returns to 
one 


The experience points become zero 


The statistics return to the 
minimum values for the character's 
race 


However, the value of the character's 
hit points will remain the same, and 
the character will retain knowledge 
of the spells he or she currently 


knows. 





G ILGAMESH'S TAVERN 


After creating your characters, a 
party is formed at the tavern, Here 
you may inspect your characters, 
trade items and gold, equip items 
and read magic spells. You begin by 
adding members to the party 
ADD 

When you select [ADD], the roster 
of characters available for adventure 
is displayed. Select your members by 
moving the Control Pad up or down 
the list. Press [A] to add a 
character to the party. When 
choosing characters for your party, 
remember to choose characters of 
COMPATIBLE alignment. Good 
and Evil characters will NOT travel 
together. However, neutral characters 
will travel with either alignment. 
Characters of incompatible alignments 
will disappear from the roster if you 
attempt to join them together. For 
example, if you choose a character 
of Good alignment, and there are 
Evil characters in the Tavern, all the 
Evil characters will disappear from 
the party. You may add characters 
who are not alive (or otherwise 


distressed) to the party if you wish 
to recover them by magical means in 
the maze. When you have finished 
selecting your six party members, or 
if you press [B], the roster list will 
disappear. 

When you wish to remove a 
character from your party, select 
[REMOVE]. 


Inspect lets you view a characters 
statistics. When a character is 
selected, the information about the 
character will be displayed. This 
display is the same as in the 
Training Grounds. However, your 
characters will have several new 
options. 


EQUIP: Lets you select the weapons, 
armor and other items your character 
is to wear. Weapons and armor your 
characters possess but are not 
equipped with will be of no use to 
you in combat. To unequip an item, 
do not select it when asked to equip. 


TRADE: Allows the characters to 
exchange items amongst themselves. 
When you select [TRADE], a list of 
characters he or she may trade with 
is displayed. To the right of each 
character is the amount of items the 
character is currently carrying. Select 
the item you wish to trade, and the 
deal will be complete. Items which are 
equipped must be unequipped before 
they can be traded 


POOL GOLD: Gives all of the 
party's gold to one party member, 


READ: Allows you to read a 
character's spell books to see what 
spells he or she has learned 


DROP: Allows you to drop 
unwanted items from the character's 
possession, Equipped items must be 
unequipped before they can be 
dropped 


DIVVY GOLD 

буу Gold pools the gold belonging 
to the party, and then evenly splits it 
up between the party members. 


LEAVE 


Leave exits the tavern. 





HE ADVENTURER'S INN: 
GAINING A LEVEL AND HEALING 


HEALING UP 

When your characters return from 
the dungeon, they are often worn, 
and show the signs of battle. Resting 
characters here will recover lost hit 
points for a fee, and magic points 
can be recovered for free. After 
entering the Inn, select the member 
you wish to rest and the room you 
wish him or her to rest in. The 
Stable is free, but it recovers only 
magic points. It does not recover 
lost hit points. In the other rooms, 
hit points are restored for a fee 
during each week of rest. Recovery is 
faster in the more expensive rooms. 
Continue to rest until all of the hit 
points are restored, or the 
character's gold pieces are used up. 
You may press [B] to exit early. 
Remember that age is important in 
WIZARDRY. As your characters 
rest in bed, healing and the like, 
their dock is ticking away. 


GAINING AN 
EXPERIE 


After your characters have tasted 
their first few battles, they may earn 
enough experience points to gain a 
level. When a character makes a 


level, several things happen: 


imum value of the hit 


points increases, 


The statistics change (either up or 
down). 


Magic users may gain more spell 
or magic points. 


If your characters should not have 
enough experience points to gain a 
level, the points necessary to reach 


the next level will be displayed 





HE TEMPLE OF CANT 


When the party returns to the City 

myn from the maze, the 
demised, paralyzed or similarly 
distressed characters are separated 
from the party by the City of 
Uylgamyn guards and brought to the 
Temple. Characters who are poisoned 
are cured as soon as they enter the 
City of Uylgamyn. Permanently lost 
characters are buried. 


When you enter the Temple, the 
names of the troubled characters are 
displayed. Select a character to cure 
or resurrect. The tithe, or fee 
required will be listed and you will 
be asked who will pay it. Once you 
have selected the character to pay, 


the Temple Clerics begin their work 


Unless the character is extinct or in 
ashes, he or she will recover for 
certain. When resurrecting from 
extinction or ashes, the character 
may recover if he or she has a 
sufficent life force. However, the 
character will have only one hit 


point when resun 


Unfortunately, the Clerics may fail. 
Should they botch the job with an 
expired character, he or she will 
turn to ashes. If an ashen character 
is not resurrected, he or she is lost, 
and may not be restored by any 





OLTACS TRADING POST 


After your party is formed, weapons 
and armor for the expedition can be 
purchased here. The following 
services are provided for your 
characters: 

Pool Gold transfers all of the party's 
gold to the character who is 
shopping. 

When you select [BU v], eight items 
and their prices will appear on the 
screen. Other items can be seen by 
scrolling downward with the Control 
Pad. When you see an item you 
would like to purchase, press [A] 
Next, move the arrow which appears 
up or down until it points to the 
desired item. Press [A] again to 
purchase the item. 


SELL 
You can sell items to Boltac for half 
of the purchase price (after all, he 

has to make a profit). To sell items, 
select them as you would when 


buying items. 


Occasionally, one of your party 
members will get “stuck” with a 
cursed item. When this happens, 
your character cannot get rid of the 
item! Unfortunately, most cursed 
items have bad side-effects. For a 
fee, Boltac will remove the cursed 


item, and take it forever! 


Boltac will identify items which your 
characters find in the maze. Boltac 
does this for a fee, of course. Your 
Wizard may be able to provide this 
service for free 


HE EDGE OF TOWN 


After forming the party and buying 
their equipment, the adventure 
begins. The Edge of Town offers the 
entrance to the WIZARDRY 
dungeon and several other options 


At the Training Grounds, you can 
create, delete and inspect char 
You may also change a character's 


name or class. 


Here the characters can enter the 
maze and prepare for combat in 
Camp. To enter the maze, select 
[MAZE] 

RESTART AN OUT 
PARTY 

When you have [QUIT] the game 
in the maze or if you accidentally 
pressed the [RESET] switch, you 
May resume your adventure with this 
option. 

LEAVE GAM 

When your characters have had a 
full day in the dungeon, you may 
leave the game using this option. 


Turn the power off while pressing the 
[RESET] switch in order to have an 
accurate backup of your characters’ 
dat 


Selecting this option returns your 


characters to the City of Llylgamyn 





DVENTURING 


It's time to shine your characters’ 
armor, ready their weapons and 
prepare for the battles ahead. From 
the Edge of Town, select [MAZE] 
to embark on your adventure 


с 

Your characters will arrive іп Camp 
(PHoro 1). Here you prepare for 
adventure by equipping your 
characters and reordering the party 
for combat. In Camp, your characters 


have several options 


INSPECT: Inspect shows the 
character's information just as it 
does in the Training Grounds. 
However, in Camp your characters 
have several additional options 


SPELL: Your characters may cast 
spells in Camp. For an explanation 
on how to cast spells, see the spell 


casting section. 


EQUIP: Equip readies your 
characters’ weapons and allows them 
to wear their armor. If items are not 
equipped, they are of no use to your 
characters during combat. 


IDENTIFY: The Wizard has the 
ability to identify unknown items 
your characters may find in the 
maze 


Рното 1. Camp 


USE: If your characters have an 
tem such as a scroll or a magical 
potion, they may use them with this 
option 


REORDER: Reorder rearranges the 
marching order of your party 

bers. The order of the characters 
affects combat. The first three 
members of your party may hit 

sters, and likewise, may be hit 
by the monsters, The last three 
members of the party cannot hit 
monsters, but may cast spells. For 
the best order, put fighting 





characters in the front and the 
magic users and Thief in the back 


EQuIP: When you select [EQUIP] 
the entire party is equipped 


LEAVE: Leave exits Camp, and 
brings your party into the maze 
proper. 
E Рното2. Кие 
ENTERING THE 


ҚАТЕ PRC 


Once your characters leave Camp, 
the maze is displayed (Рното 2) 
The maze is dark, but a Міма spel 
allows you to see further 
Additionally, this spell will show your 
characters secret doors found in the 
maze. 


Each maze level consists of 20 
squares in east, west, south and 
north directions. When you begin the 
game, your characters are facing 
north at 0 East and 0 North at the 
stairs leading to the City of 
Liylgamyn. Be certain to map your 
steps as your party moves from this 





While in the maze, pressing the 
[SELECT] button causes the 
following options to appear 


QUIT: Quit ends the adventuring 

for the session and saves the party 
in the maze. The screen will return 
to the City of Llylgamyn. To resume 
your adventure, select [RESTART 
AN OUT PARTY] at the Edge of 
Town. 


SEARCH: Search examines the area 
the party occupies for characters 
that have been left deceased or 
otherwise in the maze, The search 
extends only for the few squares the 
party is near, and will not search 
through walls or on the other side 
of doors or walls 


SET TIMER: Setting the timer 
changes the length of time a 
message is shown on the screen. The 
lower the number, the faster the 
message is shown. 





OMBAT: HACK-SLASHING FUN! 


When monsters are encountered in 
the maze, combat will follow! 
(Puoro 1) On the screen you will 
see the image of the first attacking 
monster. The monster's description 
will appear at the top of the screen. 
If more than one group of monsters 
are attacking, the description and 
the image of the first monsters will 
appear. As soon as these monsters 
are defeated, the description and the 
image will change. The second group 
of monsters will then appear in their 
place. Additionally, WIZARDRY 
will show you the number of 
monsters you are up against. The 
number to the left of the monsters 
shows the amount of monsters 
present. The number to the right, on 
the other hand, shows you how 
many monsters are active. For 
example, five monsters may be 
present, but three may have been 
put to sleep. In this case, only two 
would be active 


Sometimes you may be ambushed by 
rude monsters or you may surpri 


unsuspecting creatures. In such cases 
the attack is one-sided. If the 
Monsters surprise you, they may hit 
your characters at will for one 
round, but may not cast any spells, 
The same holds true if you surprise 
the monsters, When you meet a 
friendly group of monsters, you may 
fight the monsters or leave them in 
peace. When selecting your route, 
remember your party's alignment. 
Good characters would welcome a 
truce, Evil characters, on the other 
hand, would likely dedine a friendly 
handshake, opting for the monsters’ 
gold instead. 


Рното 1. When the Status is OK, the 
зен hit не of the elected 
command d 





CAMOUFLAGE!!! 
Some monsters can hide their secret 
identities, To find the true nature of 


the monster you're fighting, cast the 
Latumapic spell when you first enter 
the dungeon. This will identify each 


monster, revealing its true identity 


In combat, the actions of the party 
are chosen from the following 
commands. When the actions of the 
entire party have been decided, 
combat begins and the results are 
displayed. The status of the party is 
rewritten with each round of 
combat. Members who are deceased 
or unable to fight are moved to the 
rear of the party. When the 
monsters are defeated, the 
experience points and gold pieces 
earned by the party members are 
displayed 


FIGHT: Attacks the enemy with 
weapons. Only the first three 


members of the party may fight 


PARRY: Protect yourself wit 


weapons and armor, 


SPELL: Casts a combat spell 

list at the end of this manual). This 
may not be used in a surprise 
attack 


DISPEL: Can only be used by a 
Cleric or a high-ranking Wizard 
Dispel destroys animated monsters of 
the supernatural variety (skeletons, 


ghosts, etc.) 


USE ITEM: Allows the ch. 
те magical iten h a! 
or scrolls, which an the 


character's possession 


RUN: Attempts to take the party 
on a run away from the monsters 
and the encounter. If only one 
member selects this option, the 
entire party will run. Escape 


however, is not guaranteed. 


TAKE BACK: Erases all previous 
character combat selections, and 
allows you to begin choosing the 
characters’ options from the 


beginning 





A FTER COMBAT 


T 

After your characters have defeated 
the monsters, they may find a 
treasure chest, Should your 
characters find one (Рното 1), they 


may do the following: 


INSPECT: Allows а character, 
usually a Thief, to inspect the chest 
for a trap. When the inspecting 
member has been selected, the name 
of the trap he or she believes it to 
be is shown. Unfortunately, the 
characters selection may not always 
be right. If your character is not 
careful, the trap may be set off by 
mistake 


CALFO: Allows a Cleric to cast the 
Calfo spell. This is a level two spell 
and will detect the trap on a chest 
with a 95% accuracy 


DISARM: When you believe you 
know what the trap is, your Thief 
may disarm the trap. When the trap 
is disarmed, its goodies are 
distributed among the party 
members. 


OPEN: If you believe there is no 
trap on a treasure chest, you may 
simply open it (and hope for the 
best) 


LEAVE ALONE: If your characters 
don't want the loot inside of the 
chest, or if the trap seems too big 
to overcome, you may leave the 
chest alone 


Рното 1. A treasure chest 





HE CEMETERY 


At times, the entire party may be 
expired. In that case, you may form 
another party of less than five 
Members to retrieve the deceased 
party. With this new party, return to 
the spot where the party was 
destroyed, press the [SELECT] 
button, [SEARCH] for the members 
and rescue them. Occasionally, you 
may find that some characters have 
been moved from the original spot 
of their demise. At other times, some 
of the characters’ gold and armor 
may be missing. When characters are 
left in the maze, demised and 
unguarded, monsters tend to hide 
their bodies and pilfer their 
belongings. 





INTS FOR ADVENTURE 


In the early stages of your 
adventure, it is not a good idea to 
be overaggressive in combat. Fight a 
few battles, then go back to 
Liylgamyn to heal up. This is the 
easiest way to build up your 
characters in the first few levels 
without encountering a fatal 


circumstance. 


Map your adventure! Making an 
accurate map is a vital part of all 
WIZARDRY adventures, Without 
а тар, you may find your party 
meandering aimlessly throughout the 
maze. This could lead to disaster or 
even worse—a party lost FOREVER! 


Try out all the spells. Some spells 
that seem ineffective on lower level 
monsters may actually eliminate a 
higher level monster 


Try to adhere to your characters’ 
alignment, For example, if a 
character is of GOOD alignment, he 
or she should leave friendly groups 
of monsters alone 


When in DARK areas, using your 
[A] button to move forward may be 
useful. This may help you discover 
many hidden doors often found in 
the dark. 


The sleep spell (Katino) works well 
when cast upon most monsters. It 
will not eradicate them, but may 
allow you to inflict more damage 
and prevent monsters from doing 
the same. 


Use your Dumapic spell to check 
your map constantly, You may find 
many nasty tricks designed to throw 
your party off course, 





AGICAL SPELLS 


Spells are divided into two groups, 
Mage and Cleric. Mage spells are 
primarily designed for attack, and 
are learned by the Mage, Samurai 
and Wizard. Cleric spells are 
primarily for defense and cure and 
are learned by the Cleric, Lord and 
Wizard 


PHOTO 1. The figure in th 
Each group of spells is divided into shows the number of times 4 


seven levels, each representing a aha 


higher power. A character begins 
learning the level one spells, and as 
he or she gains experience levels, 
new, more powerful spells are 
learned. Additionally, the number of 
times the spell can be cast, or magic 
points, increases (up to a maximum 
of nine) 


When selecting [SPELL] in Camp or 
combat, the level of the spell 
appears (Рното 1). The level of the 
spell may be switched with the 
up/down of the Control Pad, and the 
Magel leric spells by the left/right of 
the button. When the spells are 
displayed, select the spell with the 
arrow by pressing the [A] button. 





AGE SPELLS 


LEVEL1MA SPELLS 
SPELL NAME: HALITO 
TRANSLATION: LITTLE FIRE 
CAST WHEN: Combat 

AFFECTS: | Monster 


SPELL NAME: MOGREF 
TRANSLATION: BODY IRON 
CAST WHEN: Combat 
AFFECTS: Caster 


SPELL NAME: KATINO 
TRANSLATION: BAD AIR 
CAST WHEN: Combat 
AFFECTS: | Group 


SPELL NAME: DUMAPIC 
TRANSLATION: CLARITY 
CAST WHEN: (amp 
AFFECTS: Entire Party 


HALITO causes a flame ball about the 
size of a baseball to strike a 
monster, inflicting from one to eight 
hit points of damage. 


MOGREF reduces the spell caster's AC 
(Armor Class) by two points. 

This protection lasts for the rest of 
the encounter 


KATINO causes most of the monsters 
in a group to fall asleep. KATINO 
only affects normal animal or 
humanoid monsters, and the duration 
of its effect is inversely proportional 
to the power of the monster, Sleep 
ing monsters are easier to hit and 
successful attacks do double damage! 


DUMAPIC grants you insight into 
your party's position in the Mare 
the exact displacement from the 
stairs leading to the City of 
Uylgamyn (vertically, North and 
East), and the direction you are 
currently facing. 





SPELL NAME: DILTO 
TRANSLATION: DARKNESS 
CAST WHEN: Combat 
AFFECTS: | Group 


SPELL NAME: SOPIC 
TRANSLATION: GLASS 
CAST WHEN: Combat 
AFFECTS: Caster 


SPELL NAME: MELITO 
TRANSLATION: LITTLE SPARKS 
CAST WHEN: Combat 
AFFECTS: | Group 


SPELL NAME: MAHALITO 
TRANSLATION: BIG FIRE 
CAST WHEN: Combat 
AFFECTS: | Group 


SPELL NAME: MOLITO 

TRANSLATION: SPARKS 
CAST WHEN: Combat 

AFFECTS: | Group 


56 


DILTO causes one group of monsters 
to be enveloped in darkness, which 
reduces their ability to defend 


themselves, 


SOPIC causes the spell-user to 
become transparent. This makes him 
or her harder to see; thus the 
самегу AC is effectively reduced by 
four points during the rest of the 
encounter. 


MELITO sparks and does one to 
eight hit points of damage on each 
affected monster 


МАНАЦТО causes a fiery explosion to 
erupt amid a monster group, doing 
four to twenty-four hit points of 
damage. 


MOLITO causes sparks to fly about 
and do three to eighteen hit points 
of damage to about half the 
monsters in a group. While inferior 
in many respects to HAHALITO, 
MOLITO affects some monsters that 
are impervious to fire-based spells, 
and the monsters that are struck by 
the spell are less likely to be able to 
minimize its effects. 





SPELL NAME: MORLIS 
TRANSLATION: FEAR 
CAST WHEN: Combat 
AFFECTS: | Group 


LEVEL 
SPELL NAME: DALTO 
TRANSLATION: BLIZZARD 
CAST WHEN: Combat 
AFFECTS: | Group 


SPELL NAME: LAHALITO 
TRANSLATION: TORCH 
CAST WHEN: Combat 
AFFECTS: | Group 


SPELL NAME: TALIK 
TRANSLATION: Showers of Sparks 
CAST WHEN: Combat 

AFFECTS: | Group 


SPELL NAME: MAMORLIS 
TRANSLATION: TERROR 
CAST WHEN: Combat 
AFFECTS: All Monsters 


MORLIS causes one group of 
monsters to fear the party, thus 
reducing the effectiveness of their 
attacks. The efforts of MORLIS are 
comparable to a double-strength 
DILTO spell 


DALIO is а frigid version of 
MAHALITO, and inflicts six to thirty 
six hit points of damage. 


UAHALITO is an "industrial-strength" 
version of MAHALITO, and inflicts six 
to thirty-six hit points of damage 


TIAUK causes a downpour of fiery 
sparks against the monsters with 

three to twenty-four hit points of 
damage. 


MAMORLIS is an improved version of 
MORLIS that makes all of the 
monsters in an encounter fear the 
party, thus reducing the 
effectiveness of their attacks. 





SPELL NAME: MAKANITO 
TRANSLATION: DEADLY AIR 
CAST WHEN: Combat 
AFFECTS: All Monsters 


SPELL NAME: MADALTO 
TRANSLATION: FROST KING 
CAST WHEN: Combat 
AFFECTS: | Group 


SPELL NAME: TILWAN 
TRANSLATION: DISPEL 
CAST WHEN: Combat 
AFFECTS: | Monster 


LEVEL 6 MA 

SPELL NAME: LADALTO 
TRANSLATION: ICE STORM 
CAST WHEN: Combat 
AFFECTS: | Group 


SPELL NAME: LAKANITO 
TRANSLATION: VACUUM 
CAST WHEN: Combat 
AFFECTS: | Group 


SPELL NAME: MASOPIC 
TRANSLATION: CRYSTAL 
CAST WHEN: Combat 
AFFECTS: Entire Party 


MAKANITO asphyxiates most air- 
breathing monsters with less than 
forty hit points. This is an all or 
nothing spell; if MAKANITO does not 
defeat a monster, that monster is 
undamaged by the spell 

MADALTO is a super-cooled DALTO 
that causes eight to sixty-four hit 


points of icy damage 


LILWAN will dispel one monster of 
the supernatural variety 


LADALTO is a super high-powered 
MADALTO, and does thirty-four to 
ninety-eight hit points of damage to 
one monster group 


LAKANITO will defeat all the 
monsters in a group if they breathe 
ai. 


MASOPIC duplicates the 
“transparency” effects of SOPIC, but 
affects the entire party. 


SPELL NAME: HAMAN 
TRANSLATION: BEG 
CAST WHEN: Combat 
AFFECTS: Variable 


LEVEL 7 MAGE 


SPELL NAME: MALOR 
TRANSLATION: TELEPORT 
CAST WHEN: Any time 
AFFECTS: Entire Party 


SPELL NAME: MAHAMAN 
TRANSLATION: BESEECH 
CAST WHEN: Combat 
AFFECTS: Variable 


SPELL NAME: TILTOWAIT 
TRANSLATION: KA-BLAM! 
CAST WHEN: Combat 
AFFECTS: All Monsters 


HAMAN is an unusual spell. It allows 
the caster to beg the gods for aid 
Only thirteenth-level or higher 
characters may cast HAMAN, and 
doing so costs them a level of 
experience! If the gods decide to 
answer your plea, you will be given 
a choice of possible boons. 


When cast in Combat, MALOR 
randomly teleports the party to 
another location on the same level 
When cast in Camp, the caster can 
select his destination precisely. 
Teleporting outside the Maze, or into 
an area of solid rock, will have 
Catastrophic results, 


This more powerful version of 
HAMAN has the same costs and 
conditions of casting, but the boons 
that the gods grant are more 
valuable. 


The effect of this spell is somewhat 
like the detonation of a small 
tactical nuclear weapon, and causes 
from ten to a hundred and fifty 
(150) hit points of damage to all 
the monsters opposing the party! 





Nintendo 


LERIC SPELLS 


L 1 CLERIC SP 
SPELL NAME: KALKI 
TRANSLATION: BLESSINGS 
CAST WHEN: Combat 
AFFECTS: Entire Party 


SPELL NAME: DIOS 
TRANSLATION: HEAL 
CAST WHEN: Any time 
AFFECTS: | Person 


SPELL МАМЕ: BADIOS 
TRANSLATION: HARM 
CAST WHEN: Combat 
AFFECTS: | Monster 


SPELL NAME: MILWA 
TRANSLATION: LIGHT 
CAST WHEN: Any time 
AFFECTS: Entire party 


SPELL NAME: PORFIC 
TRANSLATION: SHIELD 
CAST WHEN: Combat 
AFFECTS: Caster 


KALKI reduces the AC (Armor Class) 
of all party members by one point, 
and thus makes them harder to hit. 


DIOS restores from one to eight lost 
hit points to a party member, It 
will not bring the expired back to 
life 


BADIOS inflicts from one to eight hit 
points of damage upon a monster 
It is the inverse of DIOS. 


MILWA causes а softly glowing 
magical light to accompany the 
party, illuminating more of the maze 
and revealing all secret doors. The 
light lasts only a short time 


PORFIC lowers the AC of the caster 
by four points. The effects last for 
the rest of the combat 


$PELL NAME: MATU 

TRANSLATION: ІНІ 
CAST WHEN: Combat 
AFFECTS: Entire Party 


SPELL NAME: CALFO 

TRANSLATION: X-RAY 
CAST WHEN: Looting 

AFFECTS: Caster 


SPELL NAME: MANIFO 

TRANSLATION: STATUE 
CAST WHEN: Combat 

AFFECTS: | Group 


SPELL NAME: MONTINO 
TRANSLATION: STILL AIR 
CAST WHEN: Combat 
AFFECTS: | Group 


SPELL NAME: KANDI 
TRANSLATION: LOCATION 
CAST WHEN: Combat 
AFFECTS: Caster 


ENTERTAINMENT SYSTEM 


MATU reduces the AC (Armor Class) 
of all party members by two points, 
and thus is a double-strength KALKI. 


CALFO permits the caster to 
determine the nature of a trap on a 
chest with excellent reliability. 


MANIFO causes some of the monsters 
in a group to become still as 
statues for one or more melee 
rounds, The practical effects are 
similar to KATINO; the monsters 
cannot attack, and physical attacks 
upon them are easier and do double 
damage. 


MONTINO causes the air around a 
group of monsters to stop 
transmitting sound, thus preventing 
them from casting spells! 


KANDI allows the caster to locate the 
approximate position in the maze of 
another character. 





V LERIC 
SPELL NAME: DIALKO 
TRANSLATION: SOFTNESS 
CAST WHEN: Any time 
AFFECTS: | Person 


SPELL NAME: LATUMAPIC 
TRANSLATION: IDENTIFY 
CAST WHEN: Any time 
AFFECTS: Entire Party 


SPELL NAME: DIAL 
TRANSLATION: CURE 
CAST WHEN: Any time 
AFFECTS: | Person 


SPELL NAME: BADIAL 
TRANSLATION: WOUND 
CAST WHEN: Combat 
AFFECTS: | Monster 


DIALKO cures paralysis and frees 
those under the spell of KATINO or 
MANIFO. 


LATUMAPIC reveals the true names 
of the monsters you meet. The 
effect lasts for the rest o 


expedition. 


L is an improved DIOS spel 


es two to sixteen hit points to 


а party member 


BADIAL is the inverse of DIAL. It 
inflicts two to sixteen hit points of 


damage upon a monster. 


SPELL NAME: LOMILWA 
TRANSLATION: SUNBEAM 
CAST WHEN: Any time 
AFFECTS: Entire Party 


SPELL NAME: BAMATU 
TRANSLATION: PRAYER 
CAST WHEN 

AFFECTS: Entire Party 


SPELL NAME: LITOKAN 

TRANSLATION: FLAMES 
CAST WHEN: Combat 

AFFECTS: | Group 


SPELL NAME: LATUMOFIS 
TRANSLATION: CLEANSE 
CAST WHEN: Any time 
AFFECTS: | Person 


SPELL NAME: MAPORFIC 
TRANSLATION: BIG SHIELD 
CAST WHEN: Any time 
AFFECTS: Entire Party 


Like MILWA, LOMILWA causes a 
softly glowing magical light to 
accompany the party, illuminating 
more of the maze and revealing all 
secret doors. The effects of 
LOMILWA, however, for the 
duration of the expedition 


BAMATU is a double-strength MATU 
spell. It reduces the AC of each 
party member by four points for the 


duration of the combat. 


ШОҚАН causes a pillar of flame to 
strike a group of monsters, doing 


to twenty-four hit points of 


damage to each 


LATUMOFIS removes the effects of 


poison. 


MAPORFIC is an improved version of 
PORFIC that lasts for the duration of 
the expedition. This is the best 


overall defensive spell. 





SPELL NAME: DIALMA 
TRANSLATION: BIG CURE 
CAST WHEN: Any time 
AFFECTS: | Person 


SPELL МАМЕ: BADIALMA 
TRANSLATION: BIG WOUND 
CAST WHEN: Combat 
AFFECTS: | Monster 


SPELL NAME: DI 
TRANSLATION: LIFE 
CAST WHEN: (amp 
AFFECTS; | Person 


SPELL NAME: BADI 
TRANSLATION: EXTINCTION 
CAST WHEN: Combat 
AFFECTS: | Monster 


SPELL NAME: LORTO 
TRANSLATION: BLADES 
CAST WHEN: Combat 
AFFECTS: | Group 


DIALMA is an improved DIAL spell. It 
restores three to twenty-four hit 
points to a party member. 


BADIALMA is an improved BADIAL 
spell. It inflicts three to twenty-four 
hit points of damage upon a 
monster. 


01 attempts to resurrect a deceased 
character. There is a chance that 
the spell will fail. If successful, the 
restored character will have but one 
hit point. DI cannot resurrect a 
character who is in ashes, and if it 
fails, will tura an expired character 
into ashes, This spell is not as 
effective as the one cast by the 
Clerics of the Temple of Cant 


BADI attempts to give the target a 
heart attack. If successful (and the 


target must have a heart for this to 
be so!), the monster is defeated. 


LORTO causes sharp blades to slice 
through a group, causing six to 
thirty-six hit points of damage to 
each monster in that group. 


SPELL NAME: MADI 
TRANSLATION: RESTORE 
CAST WHEN: Any time 
AFFECTS: | Person 


SPELL NAME: MABADI 
TRANSLATION: MAIMING 
CAST WHEN: Combat 
AFFECTS: | Monster 


SPELL NAME: LOKTOFEIT 
TRANSLATION: RECALL 
CAST WHEN: Combat 
AFFECTS: Entire Party 


SPELL МАМЕ: MALIKTO 
TRANSLATION: WRATH 
CAST WHEN: Combat 
AFFECTS: All Monsters 
J$PELL NAME: KADORTO 
TRANSLATION: REBIRTH | 
CAST WHEN: Camp 
\AFFECTS: | Person / 


Буе 


MADI totally restores the recipient to 
perfect health, so long as he or she 
is not deceased or worse. It is 
important to recognize that in the 
world of Wizardry, there are things 
worse than extinction 


MABADI strips the target monster of 
all but a few of its hit points. 


LOKTOFEIT causes all party members 
to be teleported back to the City of 
Uylgamyn, minus all their equipment 
and most of their gold. There is a 
very good chance this spell vill 
fizzle. 


MALIKTO causes fiery meteors to 
descend upon all the monsters, 
inflicting from twelve to seventy-two 
points of damage upon each. 


KADORTO restores the expired to 
life, even those reduced to ashes, It 
also restores all of the recipient's hit 
points. As with DI, there is a chance 
that KADORTO will fail. If a 
character who is in ashes fails to be 
resurrected by KADORTO, he or she 
will be lost forever. 
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